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aves crash through the hull of your ship. The raging sea 
drowns out your cries for help. You and your family are ship- 
wrecked and alone. And there’ little time for you to gather 
what you can and.somehow make it to shore. 

Whats it like to be shipwrecked? How will you survive? 
You'll find out through first-hand experience in this remarkable new adven- 
ture game. SWISS FAMILY ROBINSON lets you take an active role in 
your family’s struggle for survival on a remote, deserted island. You'll explore 

the island’s beaches, its oak forests, coco- 
nut groves and much more. You'll grapple 
with its challenges: swamps, quicksand, 
| jungles. But most important, you and 
| you alone must protect your family —and 
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keep them alive long enough to be rescued. x. = 
SWISS FAMILY ROBINSON offers 
a fresh approach to adventure games, with 
text, color graphics, and many innovative 
features. There’s a special “help” key, a 
unique, easy-to-use mapping system 
and a “Guide to Nature” book that contains many clues to your survival. 
Based on the novel published over a century and a half ago by 
Johann Wyss, SWISS FAMILY ROBINSON adventure game was written by | 
‘Tom Snyder Productions, Inc., a leading 
developer of home educational software. 
Designed for ages 10—Adult. 





















m is a trademark of Windham Classics Corp. © 1984, Windham Classics, 
ndall Square, Cambridge, MA 02139. All rights reserved. 






| SWISS FAMILY ROBINSON computer progra 
7 a division of Spinnaker Software Corp., One Ke 



















nen ea aero 
ee ee er 


—- | ee ene A LAE RE St 














Your adventure begins. 
that floating objects could be used 
to make a boat. The barrels you 
saw on deck? Youd need some 
way to cut them and fasten them 
together. So you GO BELOW. 
















You are Fritz, on board 
ship with your family for 
what might have been an 
uneventful journey. But instead, your ship was 
caught in a disastrous storm and was driven aground, 
wrecked, off the coast of a deserted island. You 
wish desperately that it were all just a dream—yet 
even as you wish it, you realize that you have only 
minutes to gather your family, salvage what 
belongings you can, and get safely to shore. And 
then what? Will you find food? Shelter? What is this 
unknown island like? ‘The answers, you fear, may 
not come easily. But one thing you do know: tt is 
your abilities that will determine the fate of your 
family. Huddled on the deck, they look to you for 
help. And so your adventure begins... 





As Fritz, the main character, 
you determine the course of the 
story. At every point in the game, 
you have numerous options; you 
can TAKE, THROW, OPEN, TELL, 
etc., or you can GO somewhere. 

You might begin by typing 
GO WEST: 

‘The program will respond that 
you must be in a boat to go there. 
And as you know all too well, the 
boat you are in is wrecked. 

Sull, you must get to shore. You 
wonder if there might be materials 
here to make a boat. And maybe 
your family would have some ideas 
about that. You type TELL FAMILY 

ABOUT BOAT and they suggest 








‘The program responds by 
showing and describing what you 
see below deck. Among the many 
items is a toolchest. That looks 
useful, so you OPEN TOOLCHEST. 

‘Then, you can LOOK or CLOSE 
TOOLCHEST, or TAKE anything 
inside it that would help you build 

a boat. 

Before you know it, youll be off 
on your boat to the island—and 
off on your way to adventure. 


Good luck! 
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As Fritz, the main character, 
you determine the course of the 
story. At every point in the game, 

have numerous options; you 


can TAKE, THROW, OPEN, TELL, 


etc., or you can GO somewhere. 

You might begin by typing 
GO WEST. 

The program will respond that 
you must be in a boat to go there. 
‘And as you know all too well, the 
boat you are in is wrecked. 


Still, you must get to shore. You 
wonder if there might be materials 


here to make a boat. And maybe 


your family would have some ideas 
about that. You type TELL FAMILY 


ABOUT BOAT and they suggest 
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Seeenea| SWISS FAMILY ROBINSON - APPLE 

= NOTE: For this program to run on Apple Ile 
SS or llc, press the CAPS/LOC key. 

This will put the computer into 

the upper case mode. 








The program responds by 
showing and describing, what you 
see below deck. Among, the many 
items is a toolchest. That looks 
useful, so you OPEN TOOLCHEST- 

Then, you can LOOK or CLOSE 
‘TOOLCHEST, or TAKE anything, 
inside it that would help you build 


Before you know it, youlll be off 
on your boat to the island— and 
off on your way to adventure. 
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SWISS FAMILY ROBINSON™ 
For Apple® 


Windham Classics, Cambridge, MA 


© 1984 Windham Classics Corp. All rights reserved 


SWISS FAMILY ROBINSON” 


For Apple® 
Windham Classics, Cambridge, MA 


© 1984 Windham Classics Corp. All rights reserved. 
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NOTE: For this program to run on Apple Ile 
or llc, press the CAPS/LOC key. 
This will put the computer into 
the upper case mode. 
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Computer used _______. When was computer purchased: 
L] within 1 month LJ within 1 year (_] more than one year ago 
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How much memory does the computer have? 


_ Age of this program's primary user? 
' (1 100r younger LJ 11to13 LI 14to 16 _] 47 or older 


Is the primary user male or female? OmMo UF 


Petes 


Who purchased the product? 
(al primary user L} Mother _] Father L} other 





How did you first learn about the product? 
LJ ad LI friend 1] saw in store L} other 
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What other educational or adventure game software products do 
you enjoy playing? 


es 


What other children’s classic would you like to see in the 
Windham Classics collection? 


ae 


To help us provide you with better service in the future, please mail this 
card to Windham Classics within 10 days of the date of original purchase. 
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With hours of rich and rewarding play, 
each adventure offers full-color graphics, superb 
music and sound effects, and an innovative 
approach to text interaction. Best of all, Windham 
Classics are a challenging and exciting way to dis- 
cover some of the best stories ever written. 
Windham Classics. We're _ sap 

writing a whole new chapter <g@@ 
in the history of home 
software. 


Windham Classics are available on 
disk for Commodore 64™ Apple® 
and IBM® home computers. 






















Introducing 


SWISS FAMILY ROBINSON. 

TREASURE ISLAND. 

THE WIZARD OF OZ. 

Some of the greatest classics of all time. 

Generations have enjoyed them. Millions have 
read them. And now, for the first time, they're 
available as a unique new line of home software: 
Windham Classics. 

Designed for players ages ten through adult, 
Windham Classics are highly interactive and add a 
new dimension of excitement and adventure to 
these literary favorites. Each game places you right 
in the role of hero or heroine. So instead of just 
reading what happens, you'll actually find out = 

through first-hand experience. In TREASURE 

ISLAND* youll be young Jim Hawkins, search- 

ing for pirate gold—and for a way to outwit 

Long John Silver. And in SWISS FAMILY 

ROBINSON*youlll face the challenge of 
survival on a deserted island. 
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Published over a century ago, SWISS FAMILY 72, 
ROBINSON has become the most well-known and well: <A 
loved family adventure of all time 

Now an exciting graphic and text adventure game 
SWISS FAMILY ROBINSON lets you assume a key role 
in the survival of a family shipwrecked on a deserted 
island. To keep your family alive, you need to think 
creatively and explore freely, The island environment 
is rich and vast, with beaches, oak forests, coconut groves 
and more 
SWISS FAMILY ROBINSON takes a fresh approach 
to adventure games with innovative features like a “help” 
key and an easy-to-use mapping system. Features that 
combine to make SWISS FAMILY ROBINSON 
exciting, challenging and a whole lot of fun 





Disks for: Commodore 64; Apple II+, Ile, Ile; IBM PC, PCyr 
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Recently published, the Green-Sky Tril- 
ogy is rapidly becoming a modern classic 
through its creation of a fascinating 
world both like and unlike our own 

Combining the story-building 
aspects of a text-based adventure 
game with full-screen graphics, BELOW 
THE ROOT is an interactive adventure that 
begins where the trilogy leaves off. You assume the 
role of a Kindar or Erdling quester. And in order to 

learn the secret of Green-Sky, you need to explore the 

mysterious and vast landscape both above and below the root, 

Fast-paced and exciting, BELOW THE ROOT also offers 

a unique text menu that provides the same type of interactive commands 

found in more traditional text adventures. BELOW THE ROOT is color- 
ful, full of fun and is bound to become a classic among adventure games. 


Disks for: Commodore 64; Apple II +, Ile, Ile; IBM PC, PCr 




























For pure adventure, TREASURE ISLAND has never been 
surpassed. From the moment young Jim Hawkins first meets the 
volatile Billy Bones to the climactic battle for gold on Treasure 
Island, this story creates scenes and characters that have 
stirred the imagination of readers for decades. 

Capturing the style and high adventure of the original book, 
TREASURE ISLAND is now an exciting interactive graphic 
and text adventure game. You are young Jim Hawkins in search 
of treasure. And it is up to you to outwit Long John Silver, a 
clever and cunning buccaneer 

With colorful graphics and a text Parser that lets you 
“talk” with other characters, TREASURE ISLAND offers 


hours of excitement and intense game play. 








Disks for: Commodore 64; Apple I+, Ile, IIc; IBM PC, PCjr. 
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For generations, Lewis Carroll's fascinating masterpiece has — 
delighted both children and adults. Now, as Alice, you can journey ' - 
through Wonderland’s whimsical rabbit holes, tea parties and e 


croquet grounds as you race the clock to Bet out of this 
magical land before it vanishes. 

ALICE IN WONDERLAND blends the interactive 
qualities of a text-based adventure with the fast-paced fun 
of an arcade game. It features over 250, scenes and over 


a 

60 different characters who will talk to you, help you—or = 

maybe just disappear! i 
All together, you'll find ALICE IN WONDERLAND offers 


a unique combination of humor and excitement Plus the chance 
to enjoy the magic of Wonderland first-hand. 


Disks for: Commodore 64; Apple II+, Ie, Ic; IBM PC, PCjr 
































Introducing 
Windham Classics. 


SWISS FAMILY ROBINSON. 
TREASURE ISLAND. 
THE WIZARD OF OZ. 
Some of the greatest classics of all time. 
Generations have enjoyed them. Millions have 
read them. And now, for the first time, they're 
available as a unique new line of home software: 
Windham Classics. 
Designed for players ages ten through adult, 
Windham Classics are highly interactive and add a 
new dimension of excitement and adventure to 
these literary favorites. Each game places you right 
in the role of hero or heroine. So instead of just 
reading what happens, youll actually find out 
through first-hand experience. In TREASURE 
ISLAND; you'll be young Jim Hawkins, search- 
ing for pirate gold—and for a way to outwit 
Long John Silver. And in SWISS FAMILY 
ROBINSON, youll face the challenge of 
survival on a deserted island. 
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ROBIN HOOD” THE WIZARD 


OF OZ" 


© 1985, Windham Classics, A Division of Spinnaker Software Corp., One Kendall 
Square, Cambridge, MA 02139. All rights reserved. 

THE WIZARD OF OZ, SWISS FAMILY ROBINSON, ALICE IN WONDER 
LAND, TREASURE ISLAND, BELOW THE ROOT and ROBIN HOOD 
computer programs are trademarks of Windham Classics. Apple and IBM are 
registered trademarks of Apple Computer, Inc. and International Business Machines 
Corp. respectively. Commodore 64 is a trademark of Commodore Electronics, Ltd 
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With hours of rich and rewarding play, 1 
each adventure offers full-color graphics, superb | 
music and sound effects, and an innovative 

approach to text interaction. Best of all, Windham 
Classics are a challenging and exciting way to dis- 

cover some of the best stories ever written. 

Windham Classics. We're 
writing a whole new chapter 
in the history of home 
software. 


Windham Classics are available on 
disk for Commodore 64% Apple® 
and IBM® home computers 





The newest thing nia : a 


in software isthe | 
oldest thing inthe book. | 





A Classic Software Adventure 
based on the book by Johann Wyss 





| Supplies 
| The Help Key 


On the Commodore 64, press the (F7) key 
for help. On the Apple, press (%) for help. 


If you find yourself at a point in the game 
where you don’t know what command to 
enter, press the “help” key. The help key 


is tailored to provide you with options 
specific to each situation. 

For example, if you are at a point in 

the game where you need a verb, and 
you press the help key, a list of possible 
verbs will appear. If you choose a verb, 
but are still uncertain as to what should 


follow, press the help key again to review 


your options. 
Try the help key in any situation to see 
what information it contains. 


Inventory 
Items in Your Possession 

Your inventory, the items you have with 
you at a given time, is illustrated at the 
bottom of the sereen. You may also see 
a list of the items you are carrying by 
typing INVENTORY. 


T : ; 
ne objects directly below the large 
ee ond es the text lines show 
n the ground wh 

‘ €re you are |o- 
Se You can usually add these items t 
your inventory by using the TAKE ‘ 
command. 


The Map 


you explore the island, you will find 
the map very helpful. The island is large 
and it’s easy to get lost. 


You will find a blank map on the wrecked 
ship. Be sure to take it with you every- 
where. Use the map to keep track of. 
where you are, where you have been, 
and to plot your path from place to 
place. 


Each time you go to a new screen, that 
location on the map will be automati- 
cally charted for you. If you want to re- 
turn to a place you visited earlier in the 
game, the map will help you to get there. 


To use the map you need to first type 
TAKE MAP, if you do not have it in 

your inventory. To read the map, you 
must type OPEN MAP, then type LOOK 
MAP. When you look at the map you will 
notice a flashing cursor that indicates 
your current position on the island. 
Remember, you can use the map at 


any time. 


TAKE MAP 
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TAKE BOOK 


LOOK MAP 


The World Traveler’s Guide to 
ature 
as he ship you'll find a valuable peek 
It’s called THE WORLD TRAVELER 
GUIDE TO NATURE. The book contains 
interesting facts about the plants, ani- 
mals, and other natural things you may 
encounter on your journey. This informa- 
tion contains clues about how the natu- 
ral resources of the island can help you 
survive. 
If you encounter something unfamiliar 
on the island, you may be able to iden- 
tify it by referring first to the NATURE 
KEY POSTER that is enclosed in the 
package. It may be helpful to hang up FIND 
the NATURE KEY near your computer 


OPEN BOOK 


(type in word) 
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_ SWISS FAMILY ROBINSON™ 
Nature Key 


This handy Nature Key will help you identify things on the 
island. Once you know the name of an item, you can then use 
the FIND command to get more information about it in The 
World Traveler's Guide to Nafure. This book can be found 
aboard the wreck. It contains facts that could be essential to 
your survival and rescue. 
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Albatross — a large sea bird whose 
wingspread can span 11-2 feet from tip to. 
tip. The only time it lands is to breed. 

















Sugar cane — a tall grass plant with 
masses of feathery flowers at the top 
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— a fleshy-leaved plant with spiny 
vedges. ve red or yello 


Cotton plant — a low shrub that pro- 
duces round seed pods containing white, 
fluffy fibers. When the pods are Tipe, they 
Pop open revealing the cotton insi 
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_ Tiger — a large wild cat that has 
Betine Black wripes. 





















Lien— Ang ani 4 

family. The male has a distinctive flowing 
mane. The lion generally lounges during 
the day and hunts at night. 
















Turtle — a slow-moving reptile with a 
hard,boxlike shell covering its body. It 
lives longer than any other backboned 
animal. 









Quicksand — smooth grains of sand 
which when wet form a soft, shifting mass. 
















Eagle — a large, powerful bird of prey 
with a long, hooked bill, sharp talons, and 
broad wings. The feathers arc usually 
brown, black, or grey with light markings. 





Bamboo — a tall, woody grass plant with 
bladelike leaves. Ir may grow as high as 
120 feet with jointed stalks a foot thick. 







Ostrich — the largest living bird, and one 
that does not fly. Its long legs and short 
wings enable the ostrich to run at great 
speeds. 
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Walrus — a large, flippered mammal with 
two long tusks protuding from its upper 
jaw. A walrus may weigh over a ton. 





Rice — a type of grass plant with long flat- 
tened leaves that grows in swampy areas 
and produces seedlike grains. 








Flamingo — a large, beautiful water bird. 
Most flamingos have bright red feathers, 
although some have pink or white. The 


bird often rests by standing on only one 
leg. 








Bear — a large, thick-furred, short-tailed 
mammal that can grow to 10 feet long and 
1,700 pounds. When the bear steals 
honey, its shaggy fur protects it from the 
angry bees. 















Pineapple plant — a single-stalked plant 
with sharp leaves. The fruit of the pine- 
apple plant has a reddish or yellowish skin. 











Clay — a fine-grained kind of earth that 
turns into slippery mud when wet. 











Waxberry — an evergreen shrub with 
small, glossy leaves that bears berries 
covered with a greenish-white wax. 



















Rubber tree — a tropical plant with large, 
glossy, leathery leaves. It grows best in 
hot, moist climates. 





Fuller's earth — a type of impure clay 
sometimes found in caves. Its color ranges 
from white to brown. 
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that lives in the sea. The jawbones of the 
whale are very large in proportion to the 
rest of its body skeleton. 


One Kendall Square, Cambridge, MA 02139 
All rights reserved. 


Hornet — a slender-bodied flying insect 
that often lives in a hanging nest. The nest 
can be huge and contain thousands of 
hornets. 


that hangs in clusters amid the 
leaves. 











Stalactites — long, pointed rock forma- 
tions found hanging from the ceilings of 
caves, 
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